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OVERVIEW

In DC Deck-Building Game: Injustice: Gods Among Us, you enter a world struck by tragedy: The
Joker decimated Metropolis with a nuclear bomb and tricked Superman into killing his wife, Lois Lane.
This grief drove Superman over the line and he has vowed fo take the safety of the world into his own
hands, no matter the cost. Meanwhile, Batman gathers a team of Insurgents to overthrow Superman’s
tyrannical reign. One-time friends have become bitter enemies and new allies are found in old
nemeses!

Your deck begins the game with only the ability to Punch your foes. As the game progresses, you will
add more powerful cards to your deck, with the goal of defeating your opponents. Build you team
from a variety of Heroes, Villains, Equipment, and Super Powers. You'll directly attack your foes and
attempt to knock them out, which impedes their progress to victory. When the dust has settled, the
player with the most Victory Points wins.

CONTENTS
207 Game Cards
® 20 Light Punch Starter Cards 9 Oversized DC Character Cards
* 8 Vulnerability Starter Cards 4 Oversized Health Track Cards
* 8 Heavy Punch Starter Cards 6 Health Markers
e 4 Defend Starter Cards 4 Charge Markers
® 92 Main Deck Cards 25 KO’d Tokens
® 16 Flying Kick cards 25 VP Tokens
® 20 Weakness Cards 10 Oversized Arena Cards (Advanced
® 9 Super Move Cards Mode)
® 14 Nemesis Cards 3 Arena Reminder Tokens
® 15 Clash Cards (Impossible Mode) 1 Rulebook
¢ 1 Randomizer Card 1 Multiverse Divider

1. Your Character and Starting Deck

Each player is dealt 2 random oversized Character cards and chooses 1 of them to play. Alternatively,
each player may choose to play as their favorite Character. Each player takes the Super Move for their
chosen Character and tucks it under their Character card so that the charge cost is still visible. Return
the unused Characters and Super Moves to the game box.

Each player begins the game with a starting deck of 5 Light Punch cards, 2 Vulnerability cards,
2 Heavy Punch cards, and 1 Defend card. Return any unused Starters to the game box.




CARD DETAILS
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+1 Power Defense: Discard this card to avoid an Attack.
Attack: Deal 2 damage to target foe.
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+2 Power

Deal 1 unavoidable damage to each foe for each
Defense card you control and in your
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+2 Power Return this card to its stack if destroyed.
Attack: Deal 2 damage to target foe. Take 1 unavoidable damage and return this e i 3

card toits stack.

SUPER-VILLAIN SUPER HERO

The term “Nlemesis” is used to refer collectively to these
standard-sized Super Hero and Super-Villain cards.
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The different card types that you can play are: Starter, Villain, Super Move, Hero,
Super Power, and Equipment. Weakness and Flying Kick cards have no card type.
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EACH TIME YOU SUCCESSFULLY
ATTACK 1 OR MORE FOES,
CHARGE YOUR METER.
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SUPER MOVE FROM UNDER YOUR
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MAIN DECK

+2 Power

Each foe you successfully attacked this turn reveals
a Villain from their hand. You may play one of the
revealed cards. Then, return it
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+2 Power
Attack: Target foe gains a Weakness.

Defense: Discard this card to avoid an Attack. If you do,
draw a card and target foe gains a Weakness.

owatoltormithe

Flpe.

Bldcelthe

AW Ia[e

ardstonlihelend

lacelithellealil

ONRIRE

defldsidée
gulipmens

ceck

THE LI

+2 Power

Each foe you successfully a
an Equipment from their h
the revealed cards. Then, re

© 202202



I58The]NemesisjStack¢andiTokens

lakelthelstandarassizedliNemesisicardsiond

g W v caros W VT2 cARDS QT VELTS CARDS

a 8
g | 8
g 4

ensipedploye@andipUitbemiinialinilclnexiitoltbcllines W phwithlth cESRV.EES 10 El0]

soLtithemibvatheldleVe Yo URWILIU selalceLialr

numbedoecchlll’'evelldependindiontibelnimbet

oiiblayerstinithe gamemiake thell'evelBiNemests

cardsMshutticlthemitaceldown®anaipldcekthem

thelleve llicard Sasho Helthemiiacelaown®ond
pldce themion iop ofdthelleve s icaro sat .-.‘"F\v

puUiltbell’'evelBiNemesisioniiopfoikitnels iackRIOCE

i, B Sl S

UpMNote hibell'evelBMNemesistcardsiaretonly,

nialstackiabovelthelkly e Ko cklistaockmlhen®qke @

gseafinfthelExiendedl®&amelvaridntifseceindge

oK @Rk

cacattocelupBRlacelthe

VA foKenstniatplicin e Xiio thellfinez®D ®)nceRvourhaveldr "olﬂ(e[ﬂd\ thelmaln

deckm' IDMSICCKSRARd Kepseitiwillllook »;«m-‘-léﬂ‘f-"re [Kelihelbelow [Mage

THE STACKS

ok

i

S )

Ay
)

RELERSHOUIAID!
1211

-0} 19810} 0} a3ewWep 7 |Baq Haeny

| -

+2 Power Draw a card.

C
ttacked this tum reveals Area Attack: Deal 3 damage to each foe. Attack: Target foe gains a Weakness. {
nd. VI:U may play one of ! %
o e Q)
2 @
s = o
3 (O
a o &
AL~ F il & o
plige flpe; 'L|§ .'A'AJI VCIIRY =3 ‘vg I
/ = o
E=. Q)
10 DS

SI} WINjal pue a3ewep a|qepioreun T aye|
‘pakou}sap Ji §Ie)s s} 0} pIea iy} LNy

i
2
‘2 O
2E
—— C)

63Eir=t|Rlayer

LhelplayemwholmosiitecentivireddiafcomicibookideistiofqoliicsilfAliecnailvelyavoulcanldetecmin elilks]

melithelinira

dom|vVRlhellastinlaye@inkiOtaloraet chargeskibergiVieie@iwvicemgtafAsnlayelo

RIAYEIRLEC]

ploye@chdroeskhel@Mete@onceREacainlayel »;4'1...‘“(:.1;- thell OEcardistal 10 OfcecKEO D QRO LOWS Scaras
Y [



Rlaversiiakelitrniiniclociovise m‘k.r youlicikelvouditralbviplavinaicardstiromlvotgiondiiaceliplin
fivomt off o (v il elleyars o s iy e i o e ot el v immerelteitally fiverin i) fro) fotitersn
Loisilliceneratelbowen(tnels rc1- ey o e g el @iy alerllies. Ay e ity @ e, ez
1 iy oul |:ojto]y izonelnl H'To]"ﬂl "j ;;“1!} |}'\ notioUinel icara E ou |'o{b}[ (‘Jlﬁ’oﬂ‘f intolyoul (ﬂ'l.ml |"1‘|b

EaciliUen®votlmavasoenditbelRowedvotldenerateliolotuys @7‘& omitbellfnesll SMEI D GIKIckEsiockE
[andodtaeliopicardiodibelNemesiSiiaciiiolimprovelyoudec kA licard Siyotloaigtotelimmediarel vs
RlGcediniol ot qcestpidiscarcipi efun|essyoularelins iucied :ﬂ'@wsr Iﬁlﬂﬂﬂ pllesiarela\Ways
?“rgc uw-:nﬂTr'@m o [lorstler] Hiveongelh ati eyt Yoo alo i i o fsltsyy @l ! e @erels i o i
eforel/oulsiacdiolouyicardsionaimaygblaysaddifionalicardsia e @Ol avelStaediiolOUECOSERCaLdS

N oulconibUvionyanUmbero favallabletcard shvitiicombinedicos il essihanlodequalkiok helolallRowen
youlhavelgenerateditaisiiicosEcgexamplevoudlicoiEiach @zﬂbmﬁl‘w ,D_r il Frewzr [y
|’,jb;/ r’Ld hemtanalal Wliﬁ@dﬁﬂh‘m which Qicenecatesino |h'1;'( poul ltitiﬁ OWET hHILT 0ol SEARYoU
canloUVICEsIng lefcardfvithicostPMSRC i Mo devenoic o rdlsfea chiwithicos PG ssUmingithesefontions
@i ettt i) (€ek ek e (usully) eveilsdsle 4 e ek m e el o ive opemiv,
[GndiotimavibUyamorektnanRIlicUainofyoUdivLn:

A(cUlmavichooseliotenaivougitiuiwaeniyoulareldonelblavingiandibtyingicard Se/otidolnoiiovelic
lavia i e¥ecdSiinlyoudhandio@spendialfoivouy Powedbeloretendinor ot tolE oweven vou
Canpoticarpviovedeard sty ouldotnodn|ayaoh.cUdnexiiuratcndicnAROWe dvoUlo r‘hrﬁ?g’midl [SYoSTESO8
113 |i@ii'|toj|t‘f (el E@ﬁ' Idedlic |:jb3y @1" youl (iClTjE @]'(o| lj:YgitoﬂCﬁ mgdn dl i oul PXW@? [as§youlcan

©pcevotibavelfinishedivot g roNvotRvlllite fres biibelo amatarealondidrowasicardl Sropivouddecid
[oelbloveRiolyoun |Efbi sl e beqiolineliorn}

Ending)YouriTurn}
Wik yow @il i i, ieselive e lislllowing) Siges i @ler

A R0 oUncelinath/ouloLelendingp/oudioLn!

PAECHopvICardsitemaininolinyougaanalinfolyoumdiscaralpilel

SMREolvelcpviiendioh mﬂ"@. s

Al th?r*"mm{b VOUID rib;s;za#l fitie m-fr [discardiplcRARA RS LEREoWE dISHOS T

[ IT- UM — ﬁl‘iriﬂ ;a mh i e e Us), erbl earek (e e e @ Hie meim eldk
tolthellinesW pluntilitbereloretolcaras!

7 il ey wereel o e Nemess -arrdh L tocefclownliiohilv oo pdireadiclondliis

fi& Imﬁtmsrr N‘Um I(Ydl ll‘mimn teseiskineigheqltinlioP0)
OB ot il stoowdove il belnexilolayediglieliralsecUencels oS ae Lo A

\/Bentonibilivatel| S ot ot cowacic o e Mt o fica colliSta Wovstd rawalro iy oUdowald e c kMl ivoticapnott
ellly reselbve flhe o o ) @eiiel, el o e @ 16 pesstsite. YWiien yreow jelteyy @) @erel | laailicooeLs
onothedabilivalliketonlvoudGharacie it Viresolvelthelcardivotliateiplovingibeforeitesolvinalon
Seconcapacbilitiestiiioderediovivoudcardin/oy

I @ earels alsilify aifieas mullile Py, enel e ek mslias oy cempll, ceds pleyer gemirg @
Wl witth erelly 1| Weslieess @ameiming) 1 e deeld), exeize dieh dhﬁrw fSdcachloHeciedinlayen
1) @loeawise @k, St with e ceive @l



ShutflinghYourDeckd

Youldonitisht Helyourdiscardlnilelanaimakelidinioly oA ec ko sisooniosky oUltUnloU o ficara S
sloweverll faifanvipolniidurinoltheloamelibecetatelnolcard stinlyotmaeckianalyoulneediioldraw

s fiex { —— d & g i i - [’ 'l_ . 4 4| - { bom = <
discarafomreveadaicardircomiyovm@occksimmediaiel yaspuitliegyoumaiscarajiplieanafiioecomesyyoul

newldeckmilinen®caayloUithelociion

Sample Turn Sequence

STARTER e Y
+2 Power
Each foe you successfully attacked this tur
an Equipment from their hand. You may pl

After shuffling up your starting cards, you draw a hand of 4 Light Punch cards and 1 Vulnerability for
your first turn. You may play the 4 Light Punch cards for a total of 4 Power, which is enough to buy
Cyborg from the Line-Up. After buying that card, you put it into your discard pile. The Vulnerability
provides you with no additional Power. You have no Power left to buy additional cards and no other
cards to play, so you can end your turn. Put all of the cards you have played into your discard pile
and then draw a new hand of 5 cards. After refilling the Line-Up, it will be the next player’s turn.
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Attack and Defense

Attack cards have the bold keyword “Attack:” in their game text and allow you
to directly Attack your foes. When you play a card with an Attack ability, it will
either affect all your foes or a foe of your choice, signified by the word “target.”
You can also tell that an Attack affects each foe by the word “Area” before the
word Attack. Starting with the foe to the attacker’s left, each affected foe has

an opportunity to avoid the Attack with a Defense card. After each player has
decided whether they will defend or not, each player that didn’t avoid the Attack
is affected by the text after “Attack:”.
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If an Attack is unavoidable, that means players may not use a Defense card

and must resolve the negative effects of the Attack. In order for an Attack to

be “successful,” it must actually affect at least one foe. A foe is affected by an
Attack if they did not avoid it with a Defense and gained a Weakness, discarded
a card, and/or took damage from the Attack.

Defense cards have the bold keyword “Defense:” in their game text and allow
you to avoid the negative effects of an Attack card played by a foe. In order to
use a Defense card, it must be in your hand. A player may utilize only 1 Defense
card per Attack. Most Defense cards give you a reward when you use them to
avoid an Attack. The reward is listed after “If you do” on your Defense card. This text is ignored when
playing a Defense card during your turn.

Discarding a Defense card to avoid an Attack is not considered playing the card. Avoiding an Attack
does not negate any of the Attack card’s text prior to “Attack:” (like “Draw a card” or “+2 Power”).
If an Attack would have no effect on a player, such as gaining a Weakness when the stack is empty,
you may still use a Defense against it to gain the Defense reward.

Defeating a Nemesis

During your turn, you can spend Power equal to the cost of the top card of the
Nemesis stack to defeat that Nemesis. If you do, gain the topmost face-up card
from the Nemesis stack and place it into your discard pile, just like any other
card you gain. These cards offer very powerful abilities and are worth a lot of
VP at the end of the game. The next card in the Nemesis stack remains face .
down until your turn is over, so you may only gain 1 Nemesis per turn. When niam
you eventually draw and play a Nemesis card, only resolve the text above the
“First Appearance — Attack” text. That Attack text is only resolved when
the Nemesis first appears on the stack and should be ignored at any other time
during the game.

During the End of Turn procedure, the next Nemesis card in the stack is flipped face up and it Attacks
every player. Read aloud the text after “First Appearance — Attack:” and each player has

the option to avoid the Attack with a Defense card. Each player who does not avoid the Attack must
immediately resolve it against themself. These Attacks are considered to happen during the turn of the
player who just finished playing their cards.

Health and Damage

Each player starts the game with 20 health. This is tracked on your two Health Bars. When you take
damage, move your Health marker to the right a number of spaces equal to the damage dealt. When
your Health marker would move off the end of the first Health Bar, move it to the second Health Bar
and continue moving it. When you get to the end of the second Health Bar, leave your Health marker
on the O space and gain a KO'd token (see the next section for more details). While you have 0
health, you cannot be dealt any more damage. However, you still can be affected by other Attack
effects, such as gaining Weakness cards or discarding cards.



The main way you will damage your foes is with Attack cards. These will either deal damage to a
singular targeted foe or each foe depending on the wording of the Attack. If you deal damage to a foe
in excess of their remaining health, you are considered to have dealt the full amount of damage. For
example, if you deal 5 damage to a foe with 2 remaining health, they will move their Health marker
down to 0 and you will be considered to have dealt 5 damage to that foe. However, once a foe is at

0 health, they cannot be dealt any additional damage. You may still target them with Attacks that deal
damage, but you will not be considered to have dealt them any damage or successfully attacked them.
When you reduce a foe to 0 health, you receive a 1 VP token that will add to your score at the end
of the game.

When a card tells you to Heal, you move your Health marker to the left a number of spaces equal to
the amount healed. This can cause you to move from your second Health Bar back to the first. You
cannot Heal above your starting health of 20.

KO’d Tokens

When your health drops below 1, you are temporarily knocked out. Never fear, your sidekicks are there
to drag you back to your base for a speedy recovery! You will reset your health back to 20 during the
End of Turn procedure, but you won't come out of the fight completely unscathed. When you get KO'd,
you immediately gain a KO'd token that is worth -3 VP at the end of the game. You can gather multiple
KO'd tokens if you are knocked out multiple times during the game.

Note: Ignore the text on the back of the KO’d tokens unless you are playing Impossible Mode (see
page 11).

Charge Meter, Meter Burn, and Super Move

Below the Health Bars on your Health Track, you will find your Charge
Meter. Depending on player count, each player starts the game with
0 to 2 charges. Whenever you are told to “charge your Meter,”

move your Charge marker 1 space around the Meter. You can hold

a maximum of 8 charges. If you would gain charges in excess of 8,
your marker remains at 8. You may not spend charges in the middle
of gaining charges in order to make room for additional charges.
Chqrges carry over from turn fo turn. Do not reset your Charge Meter
to O at the end of your turn.

Your charges can be spent to pay for Meter Burn abilities. There is one of
these printed on your Health Track. This Meter Burn ability allows you to play
your Super Move. The “X” in the Meter Burn cost is equal to the charge cost on
your Super Move card. When you spend the charges to activate your Super
Move, play it. Then, return it under your Character. Note: Super Moves are not
Attack cards and cannot be avoided with a Defense card.

Some main deck cards also provide ways to spend your Meter charges and
trigger additional effects. These cards have the keyword “Meter Burn”
followed by a number in parentheses. The number tells you how many charges
you must spend from your Meter to resolve the text after the Meter Burn

keyword. When you play a Meter Burn card, you do not have to choose to pay
the Meter charges until you get to that part of the text. For example, you would
get to see the card you draw from playing Running Man Stance before deciding
to pay the charges to draw an additional card. If you decide not to use the Meter
Burn ability, you cannot choose to pay the charge cost later in your turn. The
Meter Burn ability on each card can only be used once per turn.

Note that if your Character charges your Meter by playing specific cards, you
cannot use that charge fo pay the Meter Burn cost of that card you just played,
as those charges are not gained until after fully resolving the played card.
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PLAY MODE VARIANTS

Extended



S

+2Power
Each foe you successfully attacked this turn reveals

v
aVilin fom their hand. You may play one of the Mtack:Trget foe gains a Weakness

Tyou o,

COMPUTER

arge your

+2 Power

Each foe you successfully attacked this tum reveals Area Attack: Deal 3 damage to each foe.

it
revealedcards Then,reurn ¢ a3 cad and el e gans 2 Weaknes.
o=

an Equipment from their hand. You may play one of
the  retun it

Draw a card,
Attack: Target foe gains a Weakness.




InjusticelisicompatiblefvitiioedP@PeciERUIIdIniGamelprodicislElerelarelc Ew
Eecommenaationsiionsetinoupiolc ameRVi Al XEAISETS

O Wiien saifire) wjo i mern ek, el e o mik i die ek fiem ery ene 6! die Cressorar o Crme
exnonsion M oURvapHiclctsiomizeltnetcard Stpith Sl o nicec kW eltecommendinoffcondiove I o)
card SMlioURwWIsalickaddfodditionalinevdcard SvoulshoU diremovetcard s thlsimil agivpetonaicost

O [Eerdh lleyer whe dieeres @) oversizedlGhoraciediromianothedselisidea #2frandomtunusedioUunes
IMovelcardSlneviitckiopelofinoselpdedineid@haraciegioftsekiiisigamelandireitrglipefoipedioline
Gamelbox

O /Avey Stsrilertebsvaen | Soperre VAltsim ere] Stuperer [Seme @arek wenm s mnes) e e Neness dedk Wiem
|swltsliig) flire: (NG Stenll, fivesti fiese @eriek o lieviig) @ v lsesee| o e o

HIKY 0 o @B B
i 0 02 8 4

IAdditionallRlayers!

\otlcaptsataddiiionaliSiaeedcardsl(fromtanoipedsetliolbovIn usticepviialnoreki no Ao Gyers
LivoularellavingpwvitalofplayersauseRilllessiFeve i N emesistaslyoulwou lalinfaf4inlayeloame
[§votlcrelnlavinoftalolnlayersiWwelrecommendiUsinolibe Word Hoppegtt estfotpalin e Il
expapsionfondlifelsomalntmbegodilemesistcardsiasiolesnlavedoame




SPECIFIC CARD CLARIFICATIONS

MAIN DECK CARDS

BATARANGS "+ i 1§ .@-_

Batarangs: The damage from this card’s Defense will resolve against ALL foes,
including the attacker and foes that used a Defense card to avoid the initial Attack.
The damage from this Defense is applied before any damage from the initial
Attack. This can result in you KO'ing a foe before the original attacker is able to
KO that player.

+2 Power and charge your Meter.

Defense: Discard this card to avaid an Attack. If you
do, charge your Meter, deal 1 unavoidable damage to
each foe, and draw a card

’.
-.
.
VILLAIN

+2 Power

Ezch foe you successfully attacked tis tum reveals
aHero from their hand. You may play one of the

revealed cards. Then,retun it .
o020 T Ej

d VILLAIN
+3 Power +2 Power +2 Povier

Each foe you successfully attacked this tun reveals Each foe you successfulyattacked ths tur reveals Each foe you successfully attacked this tur reveals
an Equipment from their hand. You may play one of If you successfully attacked a foe this turn, a Villin from their hand. You may play one o the 2 Super Power from their hand. You may play one of

the revealed cards. Then, retur it . revealed cards. Then, retur i the revealed cards. Then, retur it .
< =  — . - oo s . o Lo @

Cyborg / Flying Ground Slam / Injustice Martian Manhunter / Injustice Parasite / Injustice Raven:
A foe is considered successfully attacked if they did not use a Defense card to avoid an Attack and
were affected by that Attack, such as taking damage, discarding a card, gaining a Weakness, etc.

CLASH CARDS

Have a Blast! / Total Anarchy: Since Weakness cards
have a -1 VP value, they will reduce your VP total when
determining who has the lowest / highest total. Weakness cards
CLASH AW could result in a negative VP total for comparison purposes.

IMpoSSIBLE MODE HPOSSI5LE. Wops
HAVE A BLAST! T0TAL AWARCHY

he lowest total - Ambush; Th,
‘Ambushs The player(s) with t " The player(s) with the p;
P value on cards in thei hand deals 5 ;()fal VP value on cards in thejr f:‘a‘ﬁZ"sl_
unavoidable damage to target fo¢ Weakness cards. gains
i —_

From the Shadows: Each player resolves the current Nemesis card’s First

Appearance — Attack against themself only once. s o

IMPOSSIBLE WODE

FROM THE SHADOWS

Nemesis card's First Appearancs
1f the current Nemesis is face d
J O

Nasty Surprise: If the Line-Up contains cards with cost 3, 4, 5, 2, and 5, both

e cards with cost 5 are destroyed. Each player is only dealt 5 damage once.

INPOSSIBLE WODE

NASTY SURPRISE

Ambush: Destroy all cards in the Line-Up with the
highest cos il the Line-Up.

Ambush Attack: The foe t
you equal to the cost of the destroyed card(s).

0 your right deals damage to

System Failure: You decide if you want to Meter Burn to draw more cards affer
seeing the first 3 cards.

CLASH

INPOSSIBLE NODE

SYSTEM FAILURE

Ambush: Each player discards their hand and
draws 3 cards.

Each player may Meter Burn (3): Draw 2 cards.
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OVERSIZED CHARACTER CARDS

TH/: FLASH '@

Injustice Hawkgirl: Each player has 2 Health Bars. A player’s top Health
Bar is emptied when their Health marker moves from the top bar to the bottom
Health Bar. A player’s bottom Health Bar is emptied when their Health marker

moves to 0.

Injustice The Flash: You discard and draw a card before resolving the
Attack. If you draw a Defense card, you may now use it fo avoid the Attack.

£ HAWKGIRL
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In this box you will find two special components. These are for the
DC Deck-Building Game: Multiverse Box, a large and sturdy box
that you can use to store your DC Deck-Building Game cards.

The plastic Multiverse Divider is used in the box to keep your
Injustice cards separate from the rest. The Randomizer card is
used in a special Multiverse game format, in which you get to use
your entire collection! The Multiverse Box also includes over 50
new cards that enhance this game format.
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